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Supplementary Information
Material and experimental setup
The technical equipment and software tools used in the experiments are listed in Table S1 . The virtual scenario was programmed with the Unity® software platform, using 3D graphics elements designed with Autodesk® 3ds Max®. The head mounted display has a 102°H×64°V total field-of-view, 1280×1024 resolution per eye and 60
Hz frame rate. The coin-vibrator used to deliver vibrotactile stimuli has the following specifics: 78 cm 2 , 3V, 100mA, 50Ω, 1200 ± 300 r.p.m. The table was high enough (94 cm) to avoid participants having to bend their neck down during the temporal order judgment (TOJ) task ( Figure 1A ). The coin-vibrator was placed along the participant's sagittal plane at 24 cm from the table edge.
System Calibration
An oscilloscope (HAMEG Instruments) was used to measure the relative latencies of the visual and tactile target cues in the TOJ task, and to verify their effective duration (50 ms). When triggered at the same timeframe from the Unity® software script, the presentation of the visual cue on the HMD had a 30 ms time lag with respect to the onset of the vibration. This delay was compensated ad hoc in the Unity® script, so that the coded stimulus onset asynchrony (SOA) was precisely controlled. The 3D graphics elements were designed with Autodesk® 3ds Max® and controlled through the Unity® software platform.
